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AuTHor's NOTE 

It's made me immensely happy to see my casual 
project for my friends become such a staple in so 
many people's games. I'm honored and humbled by 
the support I've gotten both from my own friends 
as well as the various Darkest Dungeon and DnD 
Reddit communities. Thank you all for your 
feedback, playtesting and criticism, | hope that 
these rules continue to provide good times, and 
just the right amount of stress. 
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‘TERROR AND MADNESS 


SY he dangers of adventuring extend beyond (Ciw 
physical harm. The whispers of creatures in 
the darkness, the hopeless wailing of a 
madman, sights not meant to be witnessed by 
mortal eyes; there are many forces that assail 
the minds of adventurers, driving them ever 
closer to madness. This document seeks to 
provide Dungeon Masters with a convenient and easy-to- 
understand system to handle stress and afflictions as well as 
additional material like feats, spells, and abilities that can 
further add dark fantasy flavor to your 5th Edition Dungeons STR 
and Dragons game. This system is heavily inspired by the 


Stre: 
similar systems from the game Darkest Dungeon, published 
by Red Hook studios. Stre: 

Half. 
STRESS For « 

is 10, 
Stress is the general measurement of psychological damage Modi 
that adventurers endure. Stress can take the form of d8 to 
haunting screams, a hideous sight, a near-death experience, Stres 
or the imposing presence of an enemy. As stress mounts Wisd 
upon characters, their resolve will be tested, and their mental Reyn 
fortitude is pushed to its limits. If they are pushed too far Asie 
beyond what the mind can handle, however, a swift death (hou 
awaits... bring 


STRESS LIMIT 


Stress is measured by a Stress Limit which scales up as 
characters level up and grow more powerful This limit acts 
similarly to a hit point maximum, but it starts at zero. A 
character can accumulate Stress past their Stress Limit. 


Each class is given a "Stress Dice". This dice is used to 
calculate a character's Stress Limit growth. Characters use 
their Stress Dice and their Wisdom modifier to determine 
how much their Stress Limit increases by upon leveling up. 


SPENDING STRESS DICE 


When a character uses a Hit Dice during a short rest, that 
character can instead use a Stress dice to reduce their 
current Stress Points by an amount equal to their Stress 
Dice plus their Wisdom Modifier. Using a Stress Dice in this 
way counts as expending a Hit Dice, but any effect that 
increases the healing of a Hit Dice does not affect Stress 
Dice, unless otherwise noted. Since Stress Dice consume Hit 
Dice to function, they are not restored on a long rest, and 
instead rely on Hit Dice recharge. 


For example: Barristan, a level 5 fighter has 5 Hit Dice. 
During a Short Rest, Barristan can spend 1 Hit Dice and 1 
Stress Dice to recover 1d10+Con Health, and reduce stress 
by 1d8+Wis. After this, Barristan has three remaining Hit 
Dice uses, and will regain some upon finishing a long rest. 


RESOLVE 


In the face of overwhelming odds or during a hopeless and 
dangerous situation, it is not uncommon for adventurers to 
either fall victim to the shortcomings of their own minds, or 
to find renewed inner courage and strength. This is 
represented through Afflictions and Virtues. 


When a character's Stress Points either meet or exceed their 
Stress Limit, their Resolve is tested. in a Resolve check. To 
see the outcome of a Resolve check, roll a percentile dice and 
refer to the Resolve table. The character gains the penalties 
or benefits associated with whatever their result was, and 
they are considered to be either "Afflicted" or "Virtuous", 
depending upon the result, until the condition is removed. If 
an Afflicted character doesn't cure their Affliction within 
three days, they gain a random form of Indefinite Madness. 
(Dungeon Master's Guide, p.260) 


While the positive and negative effects of Virtues and 
Afflictions do not persist in safe areas, an Afflicted character 
remains Afflicted until they spend a long rest in a safe 
location, outside of a dungeon (or other dangerous territory), 
or until the character's Stress Point total is reduced to zero. 
A Virtuous character remains Virtuous until they take a long 
rest in any location, or it is removed by facing Mortality. A 
virtuous character cannot gain an Affliction until their Virtue 
is removed, and an Afflicted character cannot gain a Virtue 
until their Affliction is removed. Characters can only have one 
Virtue or Affliction at a time. 


MORTALITY 


When a character accumulates Stress Points equal to double 
their Stress Limit, they face a Mortality effect. An Afflicted 
character facing Mortality suffers a heart attack, and is 
dropped to zero health instantly, with two immediate failed 
death saving throws. If the character is stabilized or healed, 
their Stress Point total is reduced to their Stress Limit. 
When a Virtuous character faces Mortality, their Stress 
Points are reduced to zero, and they lose their Virtuous 
status. 
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VARIANT RESOLVE 


This variant system deviates away from the Darkest Dungeon 
Resolve system to fall more in line with Dungeons and 
Dragons, providing more room for character roleplay and 
growth by using a more consistent system, at the cost of 
eliminating some of the random elements of Resolve. This 
system should only be used with the DM's approval, and 
usually works best if every member of the group uses it. 


During character creation, each character chooses one virtue 
and one affliction. They become known as the character's 
Signature Affliction, and Signature Virtue. Whenever a 
character using Variant Resolve rolls a Resolve check, if the 
result is any Affliction, they instead gain their Signature 
Affliction. Similarly, if the character's roll results in any 
Virtue, they gain their Signature Virtue instead. 








GAINING STRESS 


Whenever a character becomes frightened of a creature, 
they gain Stress Points equal to the creature's Challenge 
Rating. 


Whenever a character is attacked, or otherwise targeted 
by a creature they are frightened of, they gain Stress 
Points equal to the creature's Challenge Rating. 


Whenever a character takes Psychic damage, they gain 
Stress Points equal to the amount of damage taken. 


A character suffers Stress Points for each round of 
combat that they are Blinded, Deafened, Poisoned, 
Restrained, or Paralyzed equal to the Challenge Rating of 
the creature that inflicted the condition. If a character is 
natively Blind or Deaf, the penalties for these conditions 
do not apply. 


Whenever a character is reduced to zero Hit Points, they 
gain Stress Points equal to their level 


If a character watches an ally die, they suffer 1d8 Stress 
Points for each Hit Dice the ally had. If a character 
indirectly learns of an ally's death, roll the same amount of 
dice, but reduce the Stress Points gained by half. 


Whenever a character is the victim of a critical hit, they 
suffer Stress Points equal to half the damage they take 
from the critical. 


A character gains 1d6 Stress Points for every hour that 
they spend in complete darkness, unless they have 
Darkvision. This penalty does not apply when 
unconscious or asleep, or when in a safe location. 


Whenever a character is awakened during a long rest by 
an enemy, they suffer Stress Points equal to double the 
creature's Challenge Rating. 


When a character suffers Stress Points, they cannot 
be reduced below 1. 

For example: Dismas is surprised by a CR 1/8 Skeleton, 
and is frightened. Dismas suffers 1 Stress Point, even 
though the Skeleton's CR is only 1/8. 


Additionally, a DM may deem that other situations are 
stressful enough to warrant Stress Point damage. This 
may include failure at a critical moment, witnessing a 
disturbing sight, or anything else that the DM deems 
appropriate. In \ 
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REMOVING STRESS 


e Whenever a character scores a critical hit, they remove 
Stress Points equal to half the damage dealt. 


e Whenever a character lands a killing blow on a creature 
they are frightened of, they remove Stress Points equal to 
the twice the creature's Challenge Rating. 


e Whenever a character disarms a trap, they remove Stress 
Points equal to half of the damage the trap would have 
dealt to the character upon a failed save. 


e Whenever a character completes a long rest in a safe 
place, their Stress Points are reduced to 0. 


e When a character becomes Virtuous, reduce their current 
Stress Points to half of their Stress Limit. 


Additional methods of removing Stress Points are listed in 
the "Class Changes" section of this document. 


RESOLVE TABLE 
d% Result 
01-10 Paranoid (Affliction) 
11-20 Selfish (Affliction) 
21-30 Irrational (Affliction) 
31-40 Fearful (Affliction) 
41-50 Hopeless (Affliction) 
51-60 Abusive (Affliction) 
61-70 Masochistic (Affliction) 
71-76 Powerful (Virtue) 
77-82 Courageous (Virtue) 
83-88 Stalwart (Virtue) 
89-94 Vigorous (Virtue) 
95-100 ‘Focused (Virtue) 
—————————— 


A STRESSFUL REMINDER 

If a hero faces a resolve check, it is more likely they 
will become Afflicted than Virtuous. If too many 
heroes become Afflicted, an encounter can turn 
fatal very quickly from the intolerable Stress alone. 


Remind yourself (and your players) that 
overconfidence is a slow and insidious killer. 







LisT OF AFFLICTION EFFECTS 


Paranoid: A paranoid character will not eat food, drink 
potions, use equipment, or accept healing or other 
beneficial effects from allies. In combat the character can 
accept aid if they succeed on a DC15 Charisma saving 
throw. If this saving throw is failed, the spell or other effect 
fails, but no resources are lost and no items are 
consumed. In combat, a paranoid character causes 1d4 
Stress to all nearby allies at the end of their turn. 


Selfish: A selfish character will not share food, potions, or 
equipment with allies. A selfish character cannot target 
allies with any helpful spells, items, or abilities unless they 
pass a DC15 Charisma saving throw. In combat, a Selfish 
character causes 1d4 Stress to nearby allies at the end of 
their turn. 


Irrational: In combat, an Irrational character rolls a d6 on 
each of their turns. On a 1-3, the character is allowed to 
act normally. On a 4-5, they cause 1d6 Stress to themself 
and all allies that can hear them. On a 6, the character 
makes one weapon attack against themself, and no further 
actions on that turn, including movement. This attack 
deals 1d8 damage of the weapon's type. In combat, an 
Irrational character causes 1d4 Stress to nearby allies at 
the end of their turn. 


Fearful: In combat, Fearful characters become frightened 
of one random enemy every turn, gaining Stress as they 
normally would if they became afraid of that enemy. Ifa 
Fearful character becomes afraid of the same enemy 
twice, they suffer Stress equal to double the enemy's 
Challenge Rating. In combat, Fearful characters cause 
1d4 Stress to all nearby allies at the end of their turn. 


Hopeless: A Hopeless character cannot gain advantage 
on any rolls while in combat, and their speed is reduced 
by 10 feet. Whenever a Hopeless character receives 
Stress Points, increase the amount by 1d4. In combat, 
Hopeless characters also cause 1d4 Stress to all nearby 
allies at the end of their turn. 


Abusive: An Abusive character causes 1d6 Stress Points 
to any ally that misses an attack roll against an enemy 
within eyesight of the abusive character. If the victim gains 
6 Stress Points this way, they have disadvantage on their 
next attack roll or saving throw. In combat, an Abusive 
character also causes all nearby allies to suffer 1d4 Stress 
at the end of their turn. 


Masochistic: A Masochistic character will not accept 
healing or any effect that would reduce damage taken 
from their allies. In combat, a Masochistic character can 
only accept healing after passing a DC15 Charisma saving 
throw. If this saving throw is failed, the spell or other effect 
fails, but no resources are lost and no items are 
consumed. Additionally, Masochistic characters have 
disadvantage on death saves. A Masochistic character 
cannot disengage, and attacks of opportunity on them 
have advantage. In combat, a masochistic character 
causes 1d4 Stress to all nearby allies at the end of their 
turn. 





VARIANT RULE: DEATH'S DOOR 


This alternate ruleset for death keeps the heroes "in the 
fight", and can add dramatic tension in non-intrusive ways. 


When a character reaches 0 Hit Points, they fall prone but 
remain conscious and are considered to be at "Death's Door". 


While at Death's Door, all attack rolls, ability checks, and 
saving throws (except Death Saves) they make are made with 
disadvantage. Characters at Death's Door otherwise make 
Death Saves as normal, and still die at 3 failed Death Saves, 
but instead regain 1 Hit Point upon 3 successful Death 
Saves. 


———————————— 


A STRESSFUL REMINDER 


Death's Door is a variant rule made to be used with 
Stress. Keep in mind a character may still be able to 
fight, heal, speak, and interact with the world while 
they are at O hp, but if they heal a small amount or 
take too many unnecessary risks they could easily 
be dropped back down to O hp and suffer a large 
amount of stress. This brings its own dangers with 
it that this rule wouldn't bring if Stress was not a 
factor, via Affliction and Mortality. 





There is power in the 
Hoo... far these with the 
fortitude to pay the price. 





SPECIAL AFFLICTIONS 


RAPTUROUS 

To some fanatical heroes, the line between Affliction and 
Virtue is blurred, and they instead enter a trance-like state 
often characterized by religious delusion, an ignorance of 
pain, or extreme elation and euphoria. 


When creating a character using the Variant Resolve rules, a 
player may choose "Rapturous" with their GM's permission. 

While "Rapturous" is considered an Affliction, great strength 
can also be found in fanaticism. As such, Rapturous replaces 
a character's Signature Virtue and their Signature Affliction. 


e Rapturous: A Rapturous character has advantage on 
attack rolls and initiative rolls, may reroll one damage dice 
per round, and reduces all damage taken by their 
Proficiency Modifier. All attack rolls against a Rapturous 
character have advantage, and a Rapturous character 
cannot take the Disengage, Dodge, or Help actions. A 
Rapturous character also has disadvantage on all 
Dexterity Saving Throws, and causes 1d4 Stress Points to 
all nearby allies at the end of their turn. 


REFRACTED 

When a hero encounters otherworldly threats, terrors from 
beyond the veil, or is somehow lost in time and space, they 
may become "Refracted". Only a DM may choose when a 
character becomes Refracted, and it acts identically to an 
Affliction. 


e Refracted: A Refracted character rolls on the Resolve 
table at the start of each of their turns. If they roll an 
Affliction, they suffer that Affliction until the beginning of 
their next turn. If it is a Virtue, nothing happens. 


CORE CLASS CHANGES 


BARBARIAN 


e Rage: Barbarians reduce all Stress Points gained while 
raging by their Constitution modifier, to a minimum of 1. 
When a Barbarian exits a rage, they heal Stress Points 
equal to their Barbarian level. 


BARD 


¢ Bardic Inspiration: A recipient of Bardic Inspiration may 
use it to heal Stress Points equal to the Bardic Inspiration 
dice. 

¢ Song of Rest: Allies of the bard who use Stress Dice to 
reduce Stress Points during a short rest increase the 
amount of stress they recover by the Bard's Song of Rest 
dice. 


CLERIC 


e Divine Intervention: Upon a successful Divine 
Intervention, the Cleric reduces their current Stress 
Points to zero and rolls a Resolve check. Ignore any result 
that is not a Virtue. 

¢ Channel Divinity: Turn Undead: For each Undead 
turned using this ability, the Cleric heals 1d6 Stress 
Points. 


DRUID 


e Druids add the new spell "Soothe" to their Spell List. See 
"New Spells" for details. 


FIGHTER 


e Second Wind: A Fighter may choose to heal Stress 
Points instead of Hit Points when using Second wind. 


MONK 


e Patient Defence: When a Monk uses Patient Defence, the 
monk heals Stress Points equal to their Martial Arts die. 
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A STRESSFUL REMINDER 

Each class fills different roles in a party, and not all 
Stress managing tools are equal in strength. Be 
sure to work together with your party to find the 
right amount of stress management for your needs, 
just like you would consider having healing, or a 
tough "frontline" character. 


PALADIN 


Lay on Hands: A Paladin may choose to heal Stress 
Points with Lay on Hands. 

Aura of Courage: Any of the Paladin's allies within their 
Aura of Courage reduce Stress Points they suffer by the 
Paladin's Charisma modifier, to a minimum of 1. 


RANGER 


Favored Enemy: Whenever a Ranger suffers Stress 
Points from their Favored Enemy, the Ranger reduces the 
amount by half. 

Rangers add the new spell "Soothe" to their Spell List. 
See "New Spells" for details. 


ROGUE 


Sneak Attack: If a Rogue lands a Sneak Attack on an 
enemy from an attack roll that had advantage, the Rogue 
heals Stress Points equal to their Proficiency Modifier. 
Blindsense: A rogue with Blindsense no longer suffers 
Stress from being in complete darkness, or from being 
blinded. 


SORCERER 


Metamagic: A Sorcerer may choose to take the 
Metamagic option Calming Spell 
CALMING SPELL 


When you cast a spell that targets your allies, you may 
spend 2 sorcery point to heal Stress Points for each target 
equal to your Charisma modifier. 


WARLOCK 


Pact Magic: Whenever a Warlock casts a spell using a 
Warlock Spell Slot, they heal Stress Points equal to the 
level of that slot. This benefit does not apply to spells cast 
through Mystic Arcanum slots. 

Additionally, Warlocks can choose to take the following 
new Eldritch Invocation. 

DARK COMMUNE 

As part of a long rest, you can expend a Warlock spell slot 
to commune with your Patron and ask for protection. You 
and all allies taking a long rest suffer Stress Points equal 
to your Charisma modifier, but you will be awoken by your 
Patron if danger is near. 


WIZARD 


‘? 


Arcane Recovery: A Wizard heals 1d4 Stress Points per 
spell slot level restored when using Arcane Recovery. 





NOn-CORE CLASS CHANGES 


ARTIFICER 
Artificer gains the following new ability at level 1. 


¢ Craftsman's Calm: An Artificer reduces all Stress they 
take by the number of Magic Items they are attuned to. 


BLOOD HUNTER 

e Crimson Rite: When a Blood Hunter takes damage by 
activating their Crimson Rite, they heal Stress Points 
equal to twice their Hemocraft die. 





OTHER CHANGES 


FEATS 
INSPIRING LEADER 


e The Temporary Hit Points received from this feat may be 


used to prevent Hit Point or Stress Point damage. This 
choice is made when the Temporary Hit Points are 
received. 


SKULKER 


e Acharacter with Skulker never gains Stress Points from 


being in total darkness, even if they don't have darkvision, 
though they still receive Stress Points from being blinded. 


TOUGH 


e Acharacter with this feat may apply to choose the bonus 


to their Maximum Hit Points to their Stress Limit instead. 
This choice must be made when the feat is first taken, and 
it cannot be reversed. A character may take this feat twice 

to take the alternate benefit. 


SPELL CHANGES 
CALM EMOTIONS 


e Acharacter casting Calm Emotions may choose to 
suppress an Affliction for the duration of the spell. 


CONTACT OTHER PLANE 


e Acharacter that fails the saving throw for Contact Other 
Plane is immediately brought to their stress limit if their 
Stress Points do not already exceed it, and they are given 
a random Affliction (or their Signature Affliction if using 
Variant Resolve). 


HEROISM 


e The Temporary Hit Points received from this spell may be 


used to prevent Hit Point or Stress Point damage. This 
choice is made when the Temporary Hit Points are 
received. 





NEW SPELLS 
SOOTHE 


1st-level evocation 

Casting Time: 1 action 

Range: Touch 

Components: V, S, M (leaves, flowers) 

Duration: Instantaneous 

A creature you touch heals Stress Points equal to 1d4 + your 
spellcasting modifier. This spell has no effect on undead or 
consructs. 

At higher levels, increase the healing by 1d4 per slot level. 


